The judges for Game Chef 2014 were Lillian Cohen-Moore, Jonathan Walton, Feiya Cook, and Avery Mcdaldno. This is the feedback they have for Degenerate Semantics. Each entry received (anonymized) feedback from 2-4 of the judges.

Positive Feedback
-----------------
One of the best executions of theme and ingriedients this year. The wiki use was inspired, and well set up, making the theme use magnificiently brilliant.

Creating the language reminds me in a good way of Clockwork Orange. Wiki use is a nice use of the theme.
I like how words and phrases have actual power and creating and dissecting sentences is deliciously nerdy.

This game is super ambitious. Creating a game that is a constantly evolving wiki? Awesome. Creating a game powered by inventing a new vocabulary (a bit reminiscent of Neel Krishnaswami’s classic indie game Lexicon)? Awesome. Creating a game about the lives and slang of an imaginary urban underclass? Awesome. From the beginning, this game has my attention, and I really want it to succeed.

I am immediately intrigued. There is just enough presented about Emmaloopen, the lower city, and Bandethal to get me excited to add my own spin. 
This evolving, wiki-based game is a great expression of this year’s theme.

Critical Feedback
-----------------
I had a hard time emotionally connecting with the game. I could see how it worked, and it’s technical/mechanical facets are quite compelling. But I felt like it was largely empty of something emotional for players to connect to.

Having read through the wiki, I’m not actually very clear about how the game is played. I wish there were examples of play and better descriptions for how scenes play out.
I wonder if this game would turn into a parody of cockney or AAVE speakers, or whether playing would actually give one the feeling of being immersed in a new dialect.

I’m not really convinced that much is added to the game by things like the token economy and resistance, which seem like awkward things to bolt onto such a freeflowing and collaborative process as a wiki. At least, there’s nothing yet in the game that convinces me that they are worth the additional hassle they create. Still, this is a brave attempt, and I hope the concepts here are developed further, either in this form or as something inspired by this overall concept and structure.